






This chapter explains research design, research and info collecting, research 
subject, planning, developing a preliminary form of product, preliminary field 
testing, main product revision, and operational field testing. 
 
3.1 Research Design 
Research design can be defined as the sequences of the research which is 
useful as guidelines all of the elements of research such as the blueprint for the 
collection, measurement, and analysis of data  (Akhtar & Islamia, 2016). Therefore, 
a research design is a plan of research to study scientific problems or gathering data 
on a certain problem. A research design is an important part of research to gain the 
right answer to the research problem. Research design aims to ensure the evidence 
that we have obtained to answer the original questions or research problem as clear 
as possible (Broadhurst et al., 2012). Based on Paltridge (2015) states there are such 
kinds of research designs, such as quantitative, qualitative, experimental, mixed 
methods, case studies, action research, research, and development, etc. 
Quantitative, qualitative, and mixed methods there are the most dominating 
methods which are usually used by the researcher.  
Within this study, the researcher used research and development (R&D) as 
a method. Research and development are defined as undertaken to innovate, create, 
introduce new products, and verify the effectiveness of the new product. R&D also 




and education (Cororaton, 1999). The research and development design will be used 
by the researcher to develop vocabulary game-based learning by using computer 
software. This researcher focuses on designing development vocabulary game-
based learning for Primary School Level, and the title is "House of Words" could 
be briefed as to the "HoW" game. The "HoW" game aims to introduce vocabulary 
for young learners trough game by using computer software. This game can be used 
as media for learning vocabulary at school. The young learners will be more fun 
when learning vocabulary when they learn through a game. It can make they are 
easier to improve their vocabulary.  
This research implemented a model based on Borg and Gall in 1983. The 
kinds of procedures are: Research and information collection, planning, develop 
preliminary form product, preliminary field testing, main product revision, main 
field testing, operational product revision, operational field testing, final product 
revision, the last is dissemination and implementation (Silalahi, 2018). However, 
the researcher only uses six steps that are taken in this research, they are: research 
and information collection, planning, developing preliminary form of the product, 
experts’ validation, main product revision, and operational product revision. The 
reason is the researcher has limited time for doing observation in school due to 















Figure 3.1 The flow chart of research procedures by Borg and Gall in 1983 
3.2 Research and Info Collecting 
Vocabulary is the foundation of learning language, especially in learning 
English. Mastering a lot of vocabulary is the main facility to arrange the sentences 
and to speak fluently. Based on the researcher's experiences, Indonesian teachers 
are still guided by student worksheets or English book. It has very few and limited 
teachers have used other media for teaching English, such as digital game-based 
learning, vocabulary games, etc. From here, "HoW" game can help teachers as a 
fun learning media in teaching English vocabulary.   
.  Besides, playing a game is one of the favorite activities for young learner 
students. When they are playing games while studying, it can make them easier to 
understand the lesson, and it takes less of them to feel bored. For that reason, the 
researcher provides effective learning English vocabulary to make the learning process 
more fun, active, interactive, interesting, and also improve their vocabulary. 
 
3.3 Research Object 
This study is conducted for primary school students. The program has four 
classes, which consist of 1st grade until 4th grade. The reason why the researcher 

















the students to enhance their English vocabulary through a game. Furthermore, the 
concept of vocabulary in this game is appropriate to vocabulary lesson for primary 
school level. This game also helps young learners to be easier to learn English 
vocabulary. In addition to that, this game is computer software game that can make 
young learners interested and enjoy when they are learning English. 
 
3.4 Planning 
The product that was produced in Research and Development is the media of 
learning vocabulary for young learners by computer software game in the field of 
technology. The development of this game is based on the basic ability vocabulary 
materials of primary school level. The researcher wants to introduce or to teach 
vocabulary which is used by computer software game. The aim of the researcher in 
making this game is to offer and introduce the effectiveness of learning vocabulary for 
primary school level through game-based learning. Before the researcher took the 
materials to be used in this game, the researcher selected the topics by reading the 
syllabus for primary school level, students’ worksheet, Pedoman Pembelajaran 
Interkultural Berbasis Pendidikan Karakter Pembelajaran Bahasa Inggris untuk 
Sekolah Dasar (Lestiono et all., 2018), asking advisor and English teacher at primary 
school level about which vocabulary would be used in this game, listing general 
purposes, etc. Moreover, the researcher also designs the validation instruments sheets for 
material or education expert and media expert.  
3.4.1 Product Specification 
The researcher is making a newly designed vocabulary game-based 




Words" or can be called the "HoW" game. The researcher makes this game assisted 
by a computer programmer and using a 3D system as the content of this game. 
"HoW" game consists of 3 themes, such as animals, fruits, and kinds of jobs. This 
game also has an assignment for students after they learn vocabulary through this 
game. There are four steps for playing the "HoW" game. The first step is the teacher 
gives vocabulary material from each theme to students.  
Before the students play this game, the teacher will explanation of how to 
play this game. In the first step of this game, they play game like playing puzzles. 
Afterward, the students should find out and match the same picture of characters. 
If the students are correct to match the picture, the character of this game will appear 
and followed by how to pronounce the name of animals fruits and professions 
vocabularies, and how to spell them. The students are asked by the teacher to write 
and remember what they have listened and learned from learning vocabulary 
through this game. In addition, there is no level in this game. Thus, if the students 
fail in the game, they still continue to play it. 
At the end of this lesson, the teacher gives the students chance to choose 
the assessment section. The assessment consists of 3 materials, there are animals, 
fruits, and professions. Playing the assessments in this game is to find the items 
according to the vocabulary topics taught. Furthermore, the assessments in this 
game show the score after they finish doing the assessments. The scoring function 
in this game is for checking students' understanding of those vocabularies that have 




1.5 Developing Preliminary Form of Product 
The next step in the Research and Development cycle is to develop a 
preliminary form of education product. Before making "House of Words" game, 
the first step that the researcher made is a storyboard. The content of the storyboard 
included: 
1. The concept of the games: There are three items of vocabulary materials 
in the game, such as animals, fruits, and professions. Each of the items 
consists of 5 vocabularies, there are: 
a. Animals: goose, wolf, horse, dragonfly, and whale 
b. Fruits: dragon fruit, passion fruit, date, watermelon, and jackfruit 
c. Professions: artist, lecturer, sailor, waiter, and vet 
2. It comprises concepts the way of playing the game that involve the kinds 
of explanations that would be at the game, the concept of doing 
assessments, and scoring. 
Then, the second step is making a script for dubbing in this game. The 
contents of the script include the instructions before playing the game, the 
pronunciation of the characters, the spelling of the characters, compliments, etc. 
Next, the third step is making strategies for teaching English vocabulary through 
the game. When making the "HoW" game, the researcher was assisted by a 
computer programmer using the Unity system. Unity Game Engine System 
processes the characters, background, back sound, and combinations of other items 




1.6 Experts’ Validation 
The purpose of preliminary field testing is trial of a new educational product 
that was designed. The field trials consisted the education expert, media expert, and 
advisor. The experts’ validation also includes feasibility and effectiveness test in 
this game. There are two experts who helped validate this product. The first expert 
focuses on validating the use of technology on application. This expert currently 
works at the Department of Informatics Engineering, University of Muhammadiyah 
Malang and the second expert is from English Language Education Department, 
University of Muhammadiyah Malang.  
 
1.7 Main Product Revision 
After the product’s preliminary field test, the researcher's data will be 
compiled and analyzed. The purpose of main product revision is to improve or to 
fix product development. The improvements in product revision later are according 
to the suggestions, comments, or even evaluated items in the rubric of validation 
from media expert, education expert, and advisor.  
 
1.8 Operational Field Testing 
The last but not least steps are operational field testing. After the product 
has been done from preliminary field testing and main product revision, the product 
was ready to use and be tested by the students in primary school level to enhance 





1.9 Data Collection Technique 
This section will discuss data collection technique and instrument that is used 
in this research. The researcher gathered descriptive qualitative data for this research. 
Qualitative data were obtained from interview and questioners of validation sheets 
from education and media experts and also from their suggestions. In this study, the 
researcher used interview guide with close ended questions to the students in order to 
collect the information about the game appropriacy and how enjoy the students when 
use this app. The qualitative data were from the field trials obtained from the result after 
the students are playing the game. The questioners of validation sheets were made by 
the researcher for education and media experts in order that the researcher generated 
the suggestions, feedback, and revisions that should be made by the researcher. From 
their suggestions, feedback, or review, the researcher assessed the validity, the design 
revision, and the weaknesses of the prototype. The experts would give comments and 
point of improvements for the prototype. Before the researcher used the instruments to 
collect data, the instruments were consulted with the advisor. The validation sheets 
obtained suggestions from professional experts in the field of education and 
information technology (IT). 
Table 3.1 Instruments of Validation Sheet for Education Expert 









2.  Clarity and 
Accuracy 
   
3.  Level of 
Difficulty 
   
   4. Sense of Fun 
Learning 
   
   5. Hands-on/ User 
Friendly 
   




Table 3.2 Instruments of Validation Sheet for Media Expert 





1. Design of Media    






3. Color/Background    
4. Attractiveness    
5. Concept    
6. Hands-on/ User Friendly    
Adapted from Farah (2020); Sabrinatami (2018); Jailani & Nurbatra (2019) 
3.9.1 Procedures 
Moreover, the data of this study are collected through several steps that will 
be explained below: 
1. Draw up a concept of “HoW” game 
2. Constructing “HoW” game that decided into 4 menus, there are animals, 
fruits, jobs, and assessments 
3. Constructing the questioners of validation sheet for education and media 
expert for checking the validity of the game 
4. Arranging interview guided  
5. Doing interview close ended questions to the student’s primary school level 
6. Trial “HoW” game to education and technology informatic experts 
7. Main product revision “HoW” game after gathered the suggestion, feedback 
from the experts 
8. Giving “HoW” game to primary school level students and the researcher 
analyzed the data that is gathered from observation 




1.10 Data Analysis 
The next step of this study is data analysis. The researcher analyzed the data 
is gathered from observation and trial “HoW” game to the primary school level 
students.  The procedures of analyzing data are described as follows: 
1. Analyzing the data from first expert concerning on education of 
validation sheet in the form of the appropriate materials of vocabulary 
2. Analyzing the data from second expert concerning on technology 
information of validation sheet in the form of technology and content 
3. Analyzing the score of expert’s validations by the formula below 
4. Identifying and arranging the data based on students result after using 
the application 
5. Arranging the answer from students’ interview of the game 
6. Interpreting the result of the game 
 
𝑆𝑐𝑜𝑟𝑒 =
𝑇ℎ𝑒 𝑛𝑢𝑚𝑏𝑒𝑟 𝑜𝑓 𝑣𝑎𝑙𝑖𝑑𝑎𝑡𝑖𝑜𝑛 𝑠𝑐𝑜𝑟𝑒𝑠 𝑜𝑏𝑡𝑎𝑖𝑛𝑒𝑑
𝑇ℎ𝑒 𝑚𝑎𝑥𝑖𝑚𝑢𝑚 𝑛𝑢𝑚𝑏𝑒𝑟 𝑜𝑓 𝑣𝑎𝑙𝑖𝑑𝑎𝑡𝑖𝑜𝑛 𝑠𝑐𝑜𝑟𝑒𝑠 
 𝑥 100% 
(Adapted from Jailani & Nurbatra, 2019) 
Table 3.3 Validity Criteria and Validity Level of Product 
NO. Validity Criteria Validity Level 
1. 4.1 - 5 Very Valid, or it can be used without 
revision 
2. 3.1 – 4 Quite Valid, or it can be used but 
needs minor revision 
3. 2.1 – 3 Less Valid, it is recommended not to 
be used because of major revisions 
4. 1 – 2 Invalid, or it may not be used 
 (Adapted from Jailani & Nurbatra, 2019) 




8. Making the conclusion from the data based on the result of the data that 
had been analysed 
 
